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10: Mt Comm 

FRE: Violation of Neutral Ternitory Cease-Fire 

Early this morning, elements ofthe 15h Mechanizee Infantry were engaged and overrun by 

Ear ed alr and ground forces atacking through farton) “fined as neutral in accordance with the 
combiase fire agreement. Intligence regarding the national origin of the aggressor units Is 
Tigh however, tha these unis are part ofa renewed ‘offensive by our 


mand has been caught unaware, and the results of initial dofeat 
Acme to reverse. tis at this desperate Hout thal We Te the batle-tested skills of OU” 
wi tak commanders. Operating as individual unis, Yo re ‘ordered to proceed into the 
veterat fata and begin o conduct smal-cale ofenste ‘operations against any hostile forces 
re ead. eliminate any stronghads that may oa he “rdvance of the main force once itis 
encour Your sole missin ist destroy as many of he ener as possi 

fossil, utling forward supply depots as necessar. 

fuis your jb fo stem his de before te Scope OF hostities widens, The peace and future of this 
region len your capable hands, Alied Armored Mdommand expects that every man wil do his duty. 


M1A1 Main Batth 

letank Spe: 
Weight: 63 tons - fue. 
Measurements: 20' long, 11.8' wide, 7.8' high 


Primary Weaponry: 1201 
; 120mm M-68E1 smoothbore cant iri 
non, fi - 
eis shells with an effective range of 2.5 Taide eee 
; jonry: 7.62mm General- 
ence traae te ocd ral-Purpose 7.62mm Machine Gun. 
Top Speed: 42 mph 


Maximum Range at Top Fuel Capacity: 288 miles 


Pre-Patrol Checklist 
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1. Make sure the power switch on your GAME BOY® is OFF. 


2. Insert the SUPER BATTLETANK™ Game Pak as described in your GAME BOY manual. 


3. Turn the power switch ON, 


Controlling the M1A1 
Control Pad 
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To Steer Tank: Press LEFT or RIGHT on the 
CONTROL PAD. 


To Increase Speed: Press UP on the CONTROL 
PAD. 


To Decrease Speed: Press DOWN on the 
CONTROL PAD. 


To Reverse Direction: Press DOWN on the 
CONTROL PAD when the tank is stopped. 


To View Long-Range Radar Map: Press START. 
To Select a New Weapon: Press SELECT. 

To Fire a Weapon: Press BUTTON A. 

To Lower Cannon or Weapons Sight: Press and 
hold BUTTON B and press UP on the CONTROL 
PAD. 

To Raise Cannon or Weapons Sight: Press and 
hold BUTTON B and press DOWN on the CONTROL 
PAD. 

To Move Cannon Left or Right: Press and hold 
BUTTON B and press LEFT or RIGHT on the 
CONTROL PAD. 


To Pause or Unpause the Game: Press START. 
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Receiving Mission Orders 


Each mission assignment will give your M1 a number of enemy objectives that must be 
located and destroyed (see Enemy Weapons and Equipment on pages 26-27 for a com- 
plete listing of possible enemy targets). 

Expect a total of 10 missions in this campaign that will increase in difficulty. The number 
of enemy encounters will progressively rise, and combat will become more intense. Some 
missions will culminate with assaults on heavily-fortified Enemy Strongholds (see pages 
28-29 for more details). 


If you have previously familiarized yourself with your orders, you may bypass them by 
pressing the START BUTTON or BUTTON A. 


The Cockpit Control Panel 


Com-Link Display Cockpit Computer Display 


‘Speedometer = Tactical Radar Map. 
‘Weapons Status In pepe) Weapons Shots Remaining 
Di Indicator Lights 
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‘The M1's driver's station provides direct access to all computerized weaponry and guidance sys- 
tems. This is the view from which you will actively engage the enemy. An experienced com- 
mander should be intimately acquainted with all of the following instrumentation: 


COM-LINK DISPLAY: 
Crucial information regarding your M1's equipment and damage status will be relayed from your 
computer systems onto this display. Communications from field headquarters and your score 


are also displayed here, 


The Cockpit Control Panel (Contd.) 


TACTICAL RADAR MAP: 
Shows enemy units in the immediate vicinity of your tank (see page 17 for details). 


DAMAGE INDICATOR LIGHTS: 
Each light registers a substantial hit that your M1 fas sustained as a result of enemy fire. The 
M1's hull is capable of tolerating a maximum of five hits. A sixth hit will destroy your tank. 


‘SPEEDOMETER: 

Displays your speed in miles per hour. The needle will move clockwise as your speed 
increases, and counterclockwise as it decreases, When your tank is in reverse, the needle 
will move counterclockwise past the zero point. 


FUEL GAUGE: 

Maximum fuel capacity is designated by a fuel needle positioned all the way to the right. 
As fuel is burned, the needle will move counterclockwise. 

WEAPONS STATUS INDICATOR: 

Indicates the weapons system selected. A blinking light denotes an overheated weapons 
system, 

WEAPONS SHOTS REMAINING: 

The amount of ammunition available for a particular weapon. 


The Cockpit Control Panel (Contd.) 


The Cockpit Computer Display 


Gun Elevation Gradient 
Range 

Mission Number 
Enemies Remaining 


‘The Cockpit Computer Display (CCD) contains a variety of crucial information regarding the 
position and number of enemy units during the mission. This information will change as 
you begin to accomplish mission objectives. 


GUN ELEVATION GRADIENT (G): 
Displays the main gun's elevation in degrees. At maximum elevation, this will read 10. 
When the main gun is level, this display will read 0. 
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RANGE (R): 
The distance (in meters) of a sighted enemy from your tank. This information can only 
be provided when a weapons system has acquired either a kinetic or stationary target. 


MISSION NUMBER (M): 

The number of the mission in which you are currently engaged; ranging between 1 and 10. 
ENEMIES REMAINING (E): 

The number of enemy units in operation within striking distance of your M1’s weapons 
systems, and visible on your Long-Range or Tactical Radar Maps (see pages 14-17). 


The Radar Maps 


The Long-Range Radar Map 


Information from the state-of-the-art NavStar navigational satellite will be downloaded 
onto the Long-Range Radar Map. This system enables you to quickly locate all enemy 
targets (kinetic or stationary, ground-based or airborne), mine fields, enemy strongholds, 
and Allied bases in your current area of operations, and to direct your tank toward them. 
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To Access the Long-Range Radar Map: 
« Press the START BUTTON 


‘The movable tank on the Long-Range Radar Map represents your M1. You may steer 
your M1 on this map using the CONTROL PAD. 


Remember: Pressing the START BUTTON will call up the Long-Range Radar Map and 
pause the game. You can continue play either by pressing the CONTROL PAD to steer the 
M1 on the Long-Range Radar Map, or by pressing the START BUTTON again to return to 
the Cockpit Control Screen. When the Long-Range Radar ‘Map replaces the Cockpit 
Control Screen and you begin to steer your tank on it, THE GAME 1S NOT PAUSED; your 
M1 will still sustain battle damage, The enemy's radar and tracking system will be able to 
pick you up once you enter their sector, so be ready for immediate combat, 


When an enemy unit has been neutralized, it will no longer appear on the Long-Range 
Radar Map. 
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The Radar Maps (Contd.) The Tactical Radar Map 


LONG-RANGE RADAR MAP ICONS 


- & B 


Soviet-made Mi-24 Soviet-made T-72 Tank Allied Supply Depot 
HIND Helicopter . 
The location of enemy units within range of your M1’s weapons systems appear on the 


Tactical Radar Map. 

These enemies will appear as square-shaped icons. Your tank will always appear in the 
center of this map, and will be represented by an open triangle icon (the point of this tri- 
angle will represent the front of your M1). 


Enel re yy Papas ecua Tame e Your M1 will ikewise be within range of the ordnance of any enemies appearing on this map. 
| Once an enemy unit has been neutralized, it will no longer appear on the Tactical Radar 
See Enemy Weapons and Equipment on pages 26-27 for more details. Map. Mine fields do not appear on this map. 
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Weapons and Defense Systems 


The M1 is armed with four types of the most sophisticated weapons and defense systems 
ever developed: 
OFFENSIVE WEAPONS SYSTEMS 
© 7.62mm Machine Gun 
© 120mm Cannon 
 Laser-Guided Missiles (“Fire and Forget” Rounds) 
DEFENSE SYSTEMS. 
» Smoke Screens 
To Choose a Weapons or Defense System: 


Press SELECT to cycle through available weapons systems (the Weapons Status 
Indicator Light will appear next to the system you have selected). 
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To Fire or Activate a Selected Weapons or Defense System: 
Press BUTTON A to fire or engage the system you have selected. 


Weapons Status Indicator Lights— 

Provide immediate feedback on a selected weapon's condition. 
Steady Light—Indicates the selected weapons system. 
Blinking Light—Indicates that the machine gun has overheated, 


Weapons and Defense Systems (Contd.) 


Offensive Weapons Systems 
7.62mm Machine Gun 


Effective against all targets, this general-purpose gun augments the M1's armament load 
by providing a strong second line of defense. Useful against air attacks, this weapon is 
best held in reserve for when 120mm gun ammunition runs low. Also useful against anti- 
tank mines, it is best used in short, punctuated bursts. Prolonged firing will inevitably 


overheat this weapon. 
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120mm Cannon 


Inall missions, your M1's main ammunition allotment will be for the 120mm cannon, The 
cannon must be carefully aimed to maximize a shot's effectiveness. Make the proper 
adjustments based on your distance from an enemy. target. For a shot to travel longer dis- 
tances, the gun should be raised; aim lower for closer targets. Careful attention must be 
paid to gunnery as it is important not to waste valuable rounds by firing them over the 


tops of rapidly-closing enemy T-72s. 
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Weapons and Defense Systems (Contd.) 


Laser-Guided Missiles (“Fire and Forget” Rounds) Defensive Weapons Systems 
‘Smoke Screen 


‘Smoke screens provide excellent defensive cover, and are especially effective when 
combating multiple enemies. The smoke serves to cloak your tank from view, eliminating 
the possibility of direct enemy fire. As a result, enemy units will cease fire entirely. 
Experienced tank commanders use this respite from enemy attack to move their weapon 
sight around the screen until the range-to-target information on the CCD is illuminated 
(see page 13). This will indicate that an enemy target is within range and may be fired 

A limited number of your M1's magazine is devoted to Laser-Guided Missiles (LGMs). upon with accuracy, 

When this weapon's sight is aligned with an enemy unit, it will begin to flash, and a steady 
lock-on tone will signify that it has locked onto its target. LGMs are particularly effective 
against helicopter attacks, 


Commander’s Advisory: 


Selecting the smoke screen will de-select other offensive weapon 
options, Be sure to re-select an offensive weapon after the smoke 
has been discharged so that you may resume offensive operations. 
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Allied Supply Depots 


PEFUELEDUARD REARHE 
DAMAGE REPAIRED 


Represented by a United States flag on the Long-Range Radar Map, these areas are an 
oasis in the harsh, supply-restrictive desert combat environment. A depot can only be 
entered if it appears on the Cockpit Control Screen, so get as close to it as possible on the 
Long-Range Radar Map. 


Due to conservation mandates from high command, an M1 is permitted only one visit 
per depot during the course of a mission. Depots that have already been visited will deny 
access to M1s that attempt to re-enter them. The number of depots available will vary 
from mission to mission. 
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Stop at Allied Supply Depots to: 
Repair all hull damage 
«Completely replenish fuel supply 
 Restock ammunition (supply restrictions may limit the quantity of ammunition available 
for certain weapons systems) 
You must wait for a completion message to appear on the Depot Screen before exiting a 
base. After this message appears, press BUTTON A to resume your mission. 


Enemy Weapons and Equipment 


Soviet-made SCUD Missile Launcher: 

While their missiles are capable of wreaking havoc, SCUD 
missile launchers are slow, clumsy, and extremely vulnerable 
to Allied ordnance. 


and Mi-24 HINDs. 


Soviet-made T-72 Tank: 

The enemy's main battle weapon, the T-72 and its variants 
are the M1 commander's most common foe, Quick and 
manueverable, they are most dangerous to the M1 when 
attacking en masse. 


They are sometimes guarded by T-72s 


Anti-tank Mines: 

Though the enemy deploys these anti-tank mines more as a 
nuisance than a threat, the unwary M1 commander who 
blunders into their path is in great danger. Easily visible on 
the ground, they can be neutralized with machine gun fire. 


Soviet-made Mi-24 HIND Helicopter: 

Fast and heavily armed, these tank killers can swoop down 
and unleash a withering barrage of missiles and 20mm can- 
non fire. They are difficult to target and best attacked with 
LGMs or the 7.62mm machine gun. 
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Enemy Strongholds 


Reliable intelligence from forward observation teams has indicated the existence of several 
heavily-fortified enemy strongholds. It is likely that the approaches to these redoubts are heavily 
defended by crack enemy units and high-quality equipment. These areas are also known to con- 
tain large concentrations of enemy armor and attack helicopters, 


After you have successfully completed the initial stages of your mission, you will receive a 
message on your Com-Link Display to begin your assault on the main enemy stronghold in your 
area of operations. An icon revealing the location of the stronghold will appear on your Long- 
Range Radar Map after you have received this message from high command. The message and 


the icon will appear only after all other enemy units in your area of operations have been neutralized. 
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To neutralize the forces of an enemy stronghold, you must knock out the areas from 
which enemy fire originates—aim for the flashes of their guns. Use any means at your 
disposal to eliminate all resistance at these strongholds. Continue your assault until all 
enemy fire ceases. 
Stronghold Assault Strategy. 
© Save at least one Supply Depot visit for just before your final assault. This will ensure 
you have no hull damage and plenty of ammunition for the final attack. 


© Use a smoke screen to temporarily conceal your tank. This will drastically reduce the 
accuracy of enemy fire, while the flashes of their guns will remain visible for targeting. 


NEW FROM ABSOLUTE FOR THE SUPER NES ®! 
TURN AND BURN: NO-FLY ZONE™ 

Scorch the Skies! 
Prepare to take off for unparalleled 16-MEG action! Strapped into the cockpit of 
the Nays sleek and lethal F-14 Tomeat jet fighter, you'l fly blue water opera- 
tions against a full-rotational Mode-7 horizon and search for your prey with an 
impressive array of avionic technology! Equipped with the most advanced 
armaments in the world, you'l pull serious G's, engaging in acrobatic ultrasonic 
‘duels with the enemy’s best pilots! Fly through unrelenting swarms of Soviet- 
made MiG-29s to knock-out heavily defended enemy strongholds! It's a 
‘senses-shattering combat simulation that will blow you away! 


SUPER BATTLETANK 2™ 
The Ultimate Armored Combat Game! 
Explode across the sands at the helm of the army's consummate war 
‘machine—the M1A2 battletank! With 16 MEGS of incredible realism, 
‘SUPER BATTLETANK 2™ powers you into a new dimension of video 
‘game warfare as you barrel through enemiy tines encountering a more 
‘numerous and cunning foe than ever before} 
Ruthless day and night combat scenarios with an expanded 
arsenal of sophisticated weaponry! 
Heart-stopping ambush scenarios take you topside for relentless 
armored duels and furious helicopter attacks! 
Ultra-tealistic animated sequences feature PATRIOT missile launches 
and F-16 airstrikes that you can callin to bomb the battleground! 
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90-DAY LIMITED WARRANTY 


‘SVG Distribution warrants to the original consumer purchaser that this Game Pak (PAK) shall be free from defects in 
material and workmanship for a period of 90 days from date of purchase. Ila defect covered by this warranty occurs dur- 
{ng the 90-day warranty period, SVG Distribution wil repair or replace the PAK, at its option, free of charge. 
To receive this warranty service: 
1.00 NOT return your defective Game Pak to the retailer, 
2. Notity SVG Distribution ofthe problem requiring warranty service by calling 1 (888) SVG-0499. 
4. the SVG Distribution Service Representative is unable to solve the problem by phone, you will be provided with a 
Feturn Authorization Number. Simply record this number on the outside. ‘ol your defective PAK, enclose your 
name, address and phone number, and retum your PAK, FREIGHT PREPAID AND INSURED FOR LOSS OF 
DAMAGE, together with your sales slip or similar proof of purchase (UPC code) within the 90-day warranty period to: 

‘SVG Distribution + 8411 S. La Cienega Blvd. « Inglewood, CA 90301 
‘This warranty shall not apply ifthe PAK has been damaged by negligence, accident, unreasonable use, modification, tam- 
paring, of by other causes Unrelated to defective materials or workmanship. 
+ Ropairs/Service after Expiration of Warranty: tthe PAK develops a problem requiing sorvice alter the 90-day war- 
fanty period, you may contact SVG Distribution Rloturn Authorization Dept. at 1 (B68) SVG-0499. If the SVG Distr 

is unable fo solve the problem by phone, you may be informed of the appraximate cost for SVG 
Distrbution to repair or replace the PAK, and provided with a Retum Authorization Number. Record this number on the 
outside packaging ote delatve PAK snd tum ne merchandg, FREIGHT PREPAIG AND INSURED FOF LOSS OR. 
DAMAGE, 10 SVG Distrbution, and enclose a money ordorpayatie to SVG Distribution forthe cost quoted fo you I aor 
personal Inspection, the SVG Distribution Service Representative determines the PAK cannot be repaired, It wil be 
‘otumed and your payment rlunded. 
+ Warranty Limitations: ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MER: 
‘CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY DAYS FROM THE 
DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN, IN NO EVENT SHALL SVG 
DISTRIBUTION BE ABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH 
‘OF ANY EXPRESS OR IMPLIED WARRANTIES. 
‘The provisions of this warranty are valid In the United States only, Some states do not allow limitations on how long an 
Implied warranty lasts or exclusion may not apply to you. This warranty gives you spect legal rights, and you may also 
have othor rights which vary from state to stale, 


